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Overview 

Chick! Around tha comar! The sheriff is in hot puWiit! Vbu've been iWing «ll ovor 
loim cdlecling toot and stashing It In your t^ldaout. At <irsi tha haiala wara aaay. As 

long as it was jusi a little cash here and rhe^e, itip law i>-;isn t too mieresied But then 
you gol greedy. Yqv knocked oH an armored van, and noM iheheat^on, belter 
Oafamjrf 

Vou uM your Joystick Coniroiler \n this one-player game to drive your getaway cir 
arouTHl a colorfiil toim co^anng a scroHino map lining ihiriy-liva scraana. itou cin 
collect as much cash ar>d other prizes as you want before returning lo your hideout 
However, the more you're carrying around, the keener the law is on tracking you 
down. If you're plannirtg a big haial, ba aura to slop at a gas station baforahand to 
avoid ttia amtoarnssananial rufMng out of gaawMamAUnt tfOur^ataway. 

You can use radar blips to delect nearby patrol caisind armored vans, and when you 
ftoit gat caugtn^ you have two Other gattwayoarsMyourd^ youhavale 
call It quits As soon you capture the three prizaaandthaarmored van on cne ^eval. 
you automatically move up to the next leveJ^ Each ltv«l conlams bigger prizes and 
■martarcopa lnlhaaml.y<Hi1lalwaytlaamttwterimadoaBri t payi 

Required accessories 

• OnaATAniJoyaitcfcGontroMr 

• Caaaetta version 

32K RAM 

ATARI 410 Program Recorder 

a Diskt-'tltf vc?rsiDn 
32K RAM 

ATARI dIO Disk Onve 

Contactins the author 

Uaora wishing lo contact the author aDoul Getaway/ may write to him al 

1306 Martha Rd 
&Chanaalon,WV253(0 



Itl fc DAiallOH 1. 



Gettins started 



ifii 



Loadiiis Getawe^ into OMtiputer monory 

1, Rmww* any program cartridge from the carliklo» «lot ol your oompiitor 

2, Pii^a Joystick Controller into ine first controJIarjackofyourcOiir^ 

a. HawyourcomputarlumodoH ifyoutumanATARI^ 
siM a ia lumad off* 

b. Turn on your TVavi 

e. Insert the Gef^i^a^'cassttt^mioihe program recorder's cassette holder am! 
prass REV^iND on tte recorder umil theuperawindvcotnpletely- Thon press 
PUy 10 prapar* th^ tf ita a i Wii iaa w i | w k/r taadHig the progcaM, 

d. 'fcrn on ihe coniputer wtiile boldlfig down the START key. 

a. When you hear a beep, release the START key and pres5 the RETURN tm^. 
The praof iem will towtvUo f^prnpglir tnarnory and atari automaticaNy^ 

a. Have your computer turned oTr. ir you have an ATARt &50 Interface Moduie. be 
aura it Is turned off- 

Turn on your disit drive. 

0. When the busy iigni goes out open the disk drive door and tntert Ihe 
Gefaw^ay/ diskette with the label mihe lower right-hand oomerneamtloyou. 
(Use disk dnva one ir you have more than one drive,) 

A Turn on your compMtpr:?nd your TVeetTlwpragmartUtoadi^ 

rrwinory and &tart autoniaiicalty. 



The first display screen 

After the program has loaded into memory, the program litiedlsplayft, along wilh your 
getaway car driving around lowTLVbu can f«umiothieacreenaccnylimeb^ 

Ihe SYSTEM RESET key. 

Gettins started 

Tobeg<nyouri*feotcrim%pi«estheSTMfTk*yiiniMca^^ 
button on your joystick. 
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Playing Getaway! 



The map and information display 

Once the game starts, the screen shows the part of town where your getaway car is 
parked. Your car starts at your hideout (represented by an "H" on the road and located 
near the southeast end of town), and the police are nearby. Since the town occupies 
about thirty-five TV screens, you see only part of the town at a time. As you drive, your 
car stays in the center of the screen, and the town scrolls past. A map of the whole 
town is at the end of these instructions. (A large, four-color poster of the complete 
Getaway! map is also available. The order number is APX-90012. See your local ATARI 
Computer retailer for more information.) 

Information displays above and below the map. At the upper left corner are your spare 
getaway cars. At the upper right is the amount of loot you've stashed in your hideout 
(STASH); your stash is your score. In the far right corner is a symbol showing what 
you need to capture before advancing to the next level — either one or more prizes or 
the armored van. 

At the lower left is your gas gauge (O^empty and 99^full). At the lower right is your 
cash on hand (CASH). Your cash doesn't count as part of your score until you move it 
to your stash, which you do by returning to your hideout. 

Driving the getaway car 

You drive your car around town by pushing the joystick in the direction you want your 
car to travel; north, south, east, or west. Your car always stays on the road, and it 
continues traveling in the same direction until either it reaches a turn or you push the 
joystick in another direction. Press the joystick button to put on the brakes and stop 
your car. 

Collecting loot and advancing to the next level 

To collect loot, run over it. The town holds three kinds of loot: dollars, prizes, and a 
white armored van. 

The dollars look like (you guessed it) dollar signs. When you run into a dollar sign, 
money is added to your CASH; you must return to your hideout for this money to 
become part of your STASH. You can collect as many dollars as you wish before 
returning to your hideout to stash it. However, the more you're carrying, the keener the 
patrol cars are in tracking you down. 

The prizes are different at each level. Each level holds three prizes, for example, three 
diamonds or three hearts. (See the table in the "Scoring" section for more 
information.) 
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TIWlMlsawMtevmor«dUucklhatdnve9arourKll9wn atrandofnlt'saspecial Mnd 
Of prize. To idvmce lo tho mxt ImM, you must run Into tho van aMtr caplurina ItW 

three pnzes on a level Howaver, you can also run Into the van at other times Vbu 
coiJecl cash each lime you do 80, and pM like other cash you collect this money 
becofTCf part of your stash only after you return to your MdUuL 

To advance to the nex t level, you must find all the prizes on the current level and men 
cap your crime spree by knocking off the white annorod van The beginning level hat 
no prizes: you need only get ihe van. As soon as you do so you advance to level one, 
wtwe you musi locale inree diamonds placed at random localrons around town, 
Whan you firxl all the diamonds and gei the van, you advance lo level two. and three 
iiMV'piBav (onnaaai apvnwvanwnvia.ipifri 

The symbol indicator {at the lar nghl comar ateva Uia map) keeps track ol yOur 
progress At the start of the game, the van displays, wliich means you naad to get Ifw 

van to advance to the next level. When >(j ■ q^'^i the van. you advance to level one, anda 
diamond and a ' 3 display, mdicaiing that three diamonds era placed somewhere 
around lown. As you get each diamond, ihe number deofMses. Finally, the van 
redisplays after you've heisied all the diaanonds, ThU maar w in ttnM I04»t th« Wi 
againtoadvanoalothanaxt laval, 

This pattern continues throughout Oia gama. It you arani sura wdiat lo do nexi (e.g., 
siKiutd igetthavannow.ordolneedlofindnMiapriiaaonMalaMl?).!^^ 

indicator. 



Nowioritiebadrwws: it'snotasslmplaaatuMf>>ckingupcashandhaadlng for your 
hideout ThistowniapatroNadbylhriaapolioec:ir<^ rhehigtwaypatrol (aftaahmgrad 
car}, the paddy wagon (a flashing blue car), and ihe cour^y sheriff (a flashing yellow 
car). Titey're all intent on keeping the town safa from robbars. 

The only l<rT>e you're safe hom the police ps when you're in your hideout However, if 
you get scared and 9iay there too long, it disappears untti you dnve away Irom il. {After 
aiL criminals h«v» to late ftoka.) 

lYiepoiice will leave you alone at tjrst. buias you collect more cash, they gat smarter, 
«Kl thay pursue you fnor« r etontt es sty. When you deposit your cash at your hIdaouK 
they lose interest— temporarily. But as you advarKe through the levels, their interest 
grows, whether or r>ot you're carrying a lot ot loot around with you. They've been 
-erdarwd by tha chial ol police to be especially tough on anyone who knocks over the 
arinogad¥ a n; so w tt anaw you gatthawft. you'd bahargoteyourh^ 

When your getawaycarcoii^deswitha cop car. you lose your car and all your CASH. H 
you havaaspara car tafifspaiaadtsplayatthatopieri corner abovo tha map),|hm 
gat another chance You start agam at your hideout iaMhanawsato*wh>1t»ntf« full 
lank ol gas. ii you have no spares, the |ig is up! 



Radar blips and surens 

^ciiiiuieth«oolof«d"r«d»rblips"*ppeM^ 

acopisneF^rb; .^vr^id 1ham-1>WMlOVOfth«bttpfllMlAwth« 
Look tor Uio&e bUpfi! 

Th€ van has a white radar blip, which can ba hftlpful in your ftMrcti for tha vart This 
blip dOBsn't Hash so that you can facognkn it Msily (aipccially on black and wlij|« 
talavisiooi). 

Each cop aisnhagadt9tirtcthP»<i>»n»iatyouhaafwh^^ 
to your getaway car. 



Getaway gas 

Another complication is iht na«d to 0^ oas irom lima to lima- As yao driva your car, 

naturally you use up gas If your gas gauge (which dJSp^ifvs el the bottom left corner 
beJow the map) dips Deiow 10, ihe bottom of the screen Hashes red to warn you. You 
can ttMl mova whan you run out o< gaa. but onty at haH spaad. wh Ich mikat atcaping 
thecops^v igh' To refuel, pull yourcarintoa gas stalior^ (represented by a blue "0"on 
the road) ir you re not pushing on your ioystick, your car stoptaulomatlcally whan it 
pasMS a gas pump. 

The town has three ga$ stations, and you would ba wait advised to learn Iheir 
locations. They re near lha northwest, northeast, and soulhcantrat parts o1 town, (See 
tha map ai lha and of thaaa tnatfucMona.) 



Nishtfall* roadblocks, and stop signs 

Vbu cant waslaany time, either Vou have one day to compJeleaachtevet^andas night 
(alls, the poHce are more inieni on stopping you. Also, roadblocks and stop signs 
aiipaair 4is uma «oaa Vy. TVii is^^ 

Roadblocks took hiie an - x . You can run through roadblocks and the/tl iMsappear. 
but whenavar you do so, you1l cringe as you hoar the roadbloch f ragmanis tsahng 
into your gas tank, causi ng you to lose gas faster. The more roadblocks you hit. tha 
iasiar you loaa gas. AM hoias ara tapaifod vwhan you iia^ 

Slop algns ara bikikkig octagorw. N you tun a sttv^s^in wtien ITa on^^ 
car honk, it dtoappaars, but you loao ai your oash on handr 



BonwHMi 

Al ttte ring level (level five), you gel a oon 1^5 getaway car. Oetting past the magic wand 
laval triggarv a chailpa that tn o i a asa a itm difficulty ol yaur haiata and gatawaya 
oonsMarabiy- 
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Scovuis 



The jig is up! 

Wh»n you've depl«te<t your stock ol getaway cars, your life ol c t ime is over. The top 
line of the display cycle* ttetween your final score (your STASH), me nigh score lor 
the cunerttflarntWMlortWdii«li«Bii!^j^^ 



Ikble t showsihFci^h vaii.i? for each piflceoMool you coilec! in each level Whei>ever 
you get on« of inese iiem^. that amount is added lo your CASH, until you deposit it in 
your STASH— which is your score— by returning to your hideout without running a 
ilop ikgn or betoig apprehMdM by a poUoe cv, 

TiHel teertnf 

WuelS) 



Level 


Raunfl 


PriW 


Dollar 


Prize/Mm Usi Van 


Of 


Lowli^e 


jnone) 


10 


100 


200 


1 


Hoodlum 


Diamond 


20 


200 


300 


2 


Petty Thftef 


Cross 


30 


300 


400 


3 


Rookie Robber 


Heart 


40 


400 


6ft 1 


4 


Crafty Crook 


Goblet 


50 


500 


600 




Dangerous Type 


Ring 


60 


600 


700 


e 


Herdened Cnminal 


MioicMbnd 


70 


TOO 


700 


7* 


ThoBoes" 




70 


TOO 


TOO 



Restarting or replaying the same 

Voo can mterrupl the game at any time and start over hy pres^mq Th»* START hey At 
the end ol the game, press either the START key or the loyslick button lo begin 
wiDiner aenea Ol neiatsi 

lousing the game 

tf the doOrbeR nngs. your loysticK wrist ts getting sore, or the tension is beconiing 
more than you can starKi, you can IrbezOltie action t^poranly by pressing the space 
bar To pick up When you Ml off. ^resa Hw apooobor Agsin, or prnt^yotrtoyMiek In 
any direction. 



C Sooring 



\burcariravets af e^cacfly the same spMd as the cop cars, but the police can catcti up 
temper afjjy on curves, w diay well ahead of Ihe law^ So you don i lose any time when 
you fnike a turn, push the Joystick lrtth*d^ defo^you gel to 

the intersection Then as soon as your car f caches the mtofsoction ■ corrter), it will 
turn. To negpiiale a series of 5^rp lums. hokl your joystick diagonally W«th a Httlt 
pvachee, youll ib* zipping arouhtf comen lilie a piD. 

Fmd-ng th© prizes can be d<Mictiit pspecFaiiy i1 you don^t rememtwr whprp yau ve 
already looked! To lind all the prizes before mghtllril, try MifChmg methodically, 
eltminating areat of town youVo alraady chacfcod. For axampla. iry driving M around 

Ihe edges of town fwilhm view of the perimeter t^e pMy ^"trr-n;. Trion f yon still 
tiaven t lound all the prizes, concantrate on the center area&. But remernoer, wnen you 
advar>ce to a new level and thraa now prlata art hidOM tfvimd^tQini^th^ kw 
anyw h f a , eoyotf Nwt to aaarcli tfw whola tnap again, 

Locating your hideout can also be tricky, especially when the copt are hot on your 
traH. Reoiember that the hidaout la naar la aotJhtpM<lMitte m <y i^ cqw»:al tftwn, 
ao wtwi in doubi ahMys head aouth and aan. 

Whan it's lima lo gat the van to advance to the next level, cnjiae around town looJiing 

for the white radar blip near the edge of the screen, and then hoad m thp direction of 
the white blip Ttie van travels just as (a&t as you do, so ii s hard to catch it from bahind 
^MMirbeatbai isfocul n oMIromthe front Once you get Ihe van, watch oul> The polica 
come attar you hke horrtats. so tiead straight lor your hWaoui. Vou can get the van 
whpn there are Still prizes leM land get cash for it), but you don't advance tcMp. next 
ievei at that time. Catching the van makes lt>e cope come alter you, so il s probably r>ol 
a good Idaa-^uAlatt you ra going for a racord acora! 

Always stay as tar away from ttw cops as possib4e. If itwy'ra nearby, don t get greedy 
and go for more loot or gas: just get out of that part ot town. Ramambar to watch for 
the flashing radar Wipe naar the edge of the screen: they warn you Hiat tha oops are 
fiaar thai area. 

ff you come across a stop sign and want to go through M whan it's oH. you can apply 

your brakes ipre^^ ihp foy^ifick button) to Stop and wart for it \o Turn ofl If yOu don't 
have any cash on hand, then you lose nothing by running a stop sign. You can clear 
away stop signs wtwn you don't have any cash (ncall thai 11^ disappear ii you rijn 
Ihroughthem when they're on I if tie copsa'eon your trail, it's always better to run a 
stop sign (or roadblock) than to get caufjhi When you nin a stop sign and lose your 
cash, the cops lose interest (just as il you had stashed Ihe cash at your hideout) . If the 
oopaare chasing you twd. you're far from tha hideout, and you^te run ni ng out oi gas, 
you might warn 10 run aatppaign 10 loaeyouf cash and nMkafleaalar to gat 
the police. 



HalphJl hlnlB? 



Don t Iftt your gas tank gel too low, especially al the higher levels. Fill up (or ju&c gel a 
few liters) whenever you have a chance 

Or>ce youVe lamiliar with the layout of the town, you II ger niuch outier at fiefairay^ 
Th(> map at ihe end of ihie. manual can help, but what it really takes is driytng eround 
town The map has some highways wnnq ^!r;iighr rondsi (hai r^iake It easier to gef 
acrosE town, and il also ^ a dead tinu yju d bBst slay out of, it b especially viiai to 
leern the locaum ot your hkleout and the oas stetiora. id you can find lliefn qulckty 
under pressure. 

Lookout* Better Geraway.' 



S Helplul hints 



